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By the grace of the great Nicky Raine, it’s the end of the world all over again! 


Welcome to this menagerie of madness, our collection of crazy. Before you is a 
large selection of the work done to explore, refine and express our version of 
the crazy post-post-apocalyptic land that is Rage 2. This is not a dying land, but 
one full of growth and life-whatever form that life takes. There is no resource 
problem in this world, but there might be an insanity problem! 


There can be an impression that making games is easy, that we sit around 
playing all day and maybe tighten up the graphics on level 3. Turns out it's 
really, really hard—-especially with a small team. 


But this was fun. Really fun. 


We had the opportunity to explore and be inspired by the sci-fi comics of the 
"80s and early '90s that we grew up reading. The hyper-violence, weirdness, 
apocalyptic punk, bizarre landscapes, weaponized hot-rods, techno-fascists, 
cyborgs, mutants, and questionable morals—all wrapped in this strange comic 
book color palettes of old. We shook our heads in disbelief at what we created, 
and then we got to turn around and create more! 


It's rare in our careers to find a project that is so aligned with our own 
creative juices. So a huge thanks to Avalanche Studios and id Software for 


the opportunity to create something with so few boundaries. 


We hope you enjoy our pulpy, artistic journey as much as we enjoyed creating it. 


— JEREMY MILLER 
Art Director, Avalanche Studios 


Or. Antonin “Anton” Kvasir was one of the most promising 
scientists to ever work for the Authority and the brain behind 
their grisly mutant experiments. When he discovered the evils 
his nanotrite technology was being used for, he escaped from 
the Authority and joined the Resistance, helping Nicholas 
Raine and thus initiating the Authority Wars. Now he continues 
his scientific pursuits in his damp lab, deep in the Wetlands, 
harvesting computing power from a giant mutant brain, 


Paraplegic, Kvasir leveraged the fruit of his continual scientific 
pursuits and overrode the nervous system of a large mutant 
to achieve the mobility he needed. They are now one and the 
same being; fused into a post-apocalyptic science centaur. 


Originally, we had the vision of Kvasir coming with you on 
missions, powered by an advanced exoskeleton. When this was 
removed, we saw the opportunity to bring his questionable 
morality to the forefront. 


Chazz is the groovy host of the Chazcar Derby, a wild and weird waste- 
land racing experience. Chazz is as obsessed with food as he is with 
racing, and his speech is full of references to both, delivered in a bizarre 
backwater bayou draw! completely unique to him. Chazz is one of Rage 
2's wasteland game show hosts, the other being Desdemonya Cold. 
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CHASCAR DERBY 


We started with the derby being an extension 
of Mutant Bash TV, which had bought up all the 
big entertainment businesses, but it was more 
fun for it to be an extension of Chazz's personality, 
and thus the Chazcar Derby was formed. 


The lure of fame and fortune has produced one 
of the only neutral spots in the wasteland as 
crowds gather to watch the organized may- 
hem. Going combat-free was a risky choice for 
Chazz, but the removal of that temptation has 
allowed any wasteland denizen able to hold 
themselves together long enough to get their 
car onto the track into the mix. 


DESDEMONYA COLD 


Desdemonya Cold is the current host of the ever-popular Mutant Bash TV 
show. She took the reins of the show after the legendary JK Stiles mys- 
teriously disappeared after Rage. Now, in Rage 2, Mutant Bash TVis still a 
brutal blood sport, but Desdemonya has added her own idea of elegant 
cosmopolitan flair, making it even more bizarre and disturbing. Desdemonya 
fancies herself a true entertainer and likes to fill the show with stage props 
and extras intended to emulate an old-world show business vibe—which 
comes across more like an obscene Technicolor hallucination. 


The evil leader of the evil Authority, Make no mistake: 
General Cross is the bad guy of Rage 2. And like all bad 
guys, he believes himself to be a good guy. Since General 
Cross, in his pursuit to live forever, has cloned himself 
more times than we care to count, his DNA has deterio- 
rated so badly that he is now little more than a torso with 
some tubes attached to it. This predicament is helped by 
a menacing exoskeleton which makes him extremely 
powerful. General Cross gladly leads his mutated hordes 
into battle, since if he is killed in combat, a new clone is 
automatically spawned in one of his numerous laboratories, 
ready to take the place of the recently killed one. 


When we met Loosum Hagar in Rage, she was the scrappy, 
wingstick-whirling kid who taught Nicholas Raine how to 
use the iconic wasteland bladed boomerang. In Rage 2 
she returns as the mayor of Wellspring. She is a tough, no- 
nonsense lady who has never given up on her warrior past. 
She may be holed up in an office these days, but if attacked 
by, say, a horde of heavily armed, mohawked, drunken 
bandits, she will hold her own. Being the mayor of a city 
like Wellspring will earn you many powerful enemies, one of 
them being the wasteland tycoon Klegg Clayton. 


Klegg Clayton is the son of old Mayor Clayton, whom we 
met in Rage. Klegg is the richest man in the wasteland 
and lives a life of luxury in his extravagant skyscraper, 
Klegg Tower, surrounding himself with tasteless status 
symbols, famous people, sycophants, and yes men, Like 
many other rich men throughout history, he has found 
that mere wealth is not enough to satisfy his bloated 
ego-he wants to be a powerful politician too! So he is 
now trying to claim the mayor's seat from Loosum Hagar. 


The fiercest warrior of Vineland and the foster mother 
to Rage 2 protagonist Walker. She was part of the 
Resistance movement, which toppled the Authority. 
After the war she helped defend Vineland in the chaotic 
political landscape left in the wake of the conflict. 


When she wasn't busy kicking butt as the ultimate 
Vineland Ranger, she took time to raise both Walker 
and her own daughter, Lily, to be the toughest soldiers 
imaginable. Walker has often likened childhood under 
Prowley's care to boot camp. 


We first met John Marshall in Rage, where he was a leader 
of the Resistance, guiding Nicholas Raine in his struggle 
against the Authority. Now, in the years after the Authority 
Wars, Marshall has settled in Gunbarrel, where he runs the 
infamous Dud Primer Tavern. 


From here, he organizes a network of spies to search for 
Authority activity, After the war, Marshall was among those 
who never believed the Authority was truly defeated and he 
wears the wounds he received at their hands proudly. He has 
never stopped talking about it, never stopped searching, and 
never stopped stockpiling guns and ammunition. This gave 
him a reputation for being a war-mad paranoiac. But he was 
right, of course, The Authority did come back. 


Lily is the same age as Walker, and she is the 
daughter of Aunt Prowley. Lily and Walker were 
both raised by Prowley inside Vineland, Both have 
been drilled hard since early childhood to become 
soldiers, When Lily discovered that she could never 
hope to become a Ranger because she wasn't a 
full-blooded Arkist, it drove a wedge between her 
and Walker, who could, and was. 


Walker was raised within the impenetrable walls of Vineland to 
be a soldier. Walker's biggest dream was always to become a 
Ranger-the elite long-range recon scouts of the Vineland mili- 
tary, But Walker was always held back by the stern and distant 
Aunt Prowley, who served as a substitute mother after Walker's 
Arkist parents were killed in the Authority Wars. 


Even though Walker's biggest dream was to one day don the 
Ranger armor and head out into the wasteland, Walker could nev- 
er have foreseen the opportunity to do so would present itself in 
the form of an unprecedented catastrophe, 


Walker's suit has survived many wars and major repairs and had 
a number of owners over the years, After the attack on Vineland, 
it is the last functional Ranger suit known, 
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FRESH OUT OF AN ECOPOD 


The culmination of peak pre-Apophis technology, these billion-dollar, high- 
mobility Ark-tech suits were built to cover any foreseeable survival challenge 
a human emerging from an Ark might encounter. Among many other things, 
they are the interface to the Arkist nanotrite technology and allow active 
usage and modification of the nanotrites in the wearer's bloodstream. 


The unanticipated war, with its insanity and violence, depleted the available 
suits and their replacement parts, forcing Rangers to repair and customize the 
suits to their needs using whatever they could find. 
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Earlier takes on the Ranger suit. 
These explorations had the suits 
being upgraded versions of the 
ones worn by those buried in the 
Arks-including Nicholas Raine at 
the beginning of the first Rage. 
More “low-sci-fi" with a greater 
focus on mobility, these didn't 
feel quite powerful enough and 
didn't capture the uniquely high- 
tech but old and worn nature of 
Walker's Ranger lineage. 
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As we narrowed in on the final suit, we also spent time on the Ranger 
helmet. We wanted to balance Walker's vehicular nature with looks 
that combined motocross, space, and combat. We decided to forgo the 
helmet to keep Walker, as a speaking character, more human and 
accessible to the other inhabitants of the wasteland. 


Early versions of the glove as we worked to balance 
out the different beats: older '80s future tech, cabling 
volume, and a tight, agile profile. 


With the suit being the interface to a Ranger's nanotrite 
technology, the gloves are constructed to facilitate the 
updating and activation of the nanotrite functions. They 
need to be strong, agile, and effective, but also easily 
fixed on the field with modular parts. The heavy cabling 
required to transfer the power and data used for each 
Nanotrite activation was moved to the outside of the 
wrist for regular replacement and improved wrist mobility, 


In the early designs for Rage 2, there were plans to include a small, indestructible robot called ACE in Walker's 
equipment. For most of the designs, ACE was incorporated in the Ranger armor (initially named “SHOK-suit"). 


ACE was supposed to be a clas- 
sic sidekick character, and the 
little robot was designed to be 
able to do many things. It could 
detach from its socket in the 
armor and scan threats, break 
locks, hack computers, etc. 


While ACE didn’t make it into the final game, the organic shape of its 
near-final design (above in orange) remained and became the housing 
unit for the suit’s scanning hardware. This is used to, among many things, 
generate a spatial awareness and facilitates the AR capabilities of 
Walker's nanotrite display. 


Wasteland Mutants began as discarded, undesired human experiments 
tossed into the wasteland; a byproduct of the Authority's pursuit to 
master the human genome through nanotrite technology. 


The Authority Wars, following the raising of the Arks, saw the Authority 
reveal the fruits of their genetic labors: mutants of incredible abilities, 
physical and mental. Abandoned by their masters after the Authority 
was defeated they amalgamated with those of the wasteland to 
become the scourge of wasteland. The Abadon Mutants. 


Abadon mutants are not evil; they're children of the 
wasteland trying to survive in a hyper-violent world 
they don't fully comprehend. 


We wanted it to be clear they were human mutants 
and not feral, infected, orks or zombies, but also 
slightly charming. Here you see various explorations 
in balancing this with human mutations and we felt 
we found this in the body's struggle with the center 
line of symmetry through development and is most 
visible in a cleft palate. 


An early idea for mutant designs was that they had been 
created with one specific task in mind, like the super-smart 
brain mutant, which is essentially a huge brain with a 
small, malformed body attached. It was designed to use 
its massive brain power to strategize and come up with 
clever ideas that the other mutants couldn't. 


ABADON WARLOCKS 


Truly awe inspiring to the average mutant, the warlock is an unachievable standard of Abadon 
ideals. A fusion of two bodies and more knees than an Abadon could dream of, they are wise 
shamanic leaders and spiritual guides bringing the wisdom of the wasteland to the common 
Abadon, They represent the yin and yang of the Abadon religion, with the Authority embody- 
ing life and the mutant slayer Nicholas Raine as the god of death. Battle calls of “Niky Rain” 
con be heard, and an obsession with Knee-cola-raine is seen in their tribal paintings. 


Every Abadon is a roll of the dice. Their asexual, gland-based reproduction could produce 
something small and functional or huge and horrific—half-formed tendrils of human parts, 
half-formed titans, or Siamese twins, Those fused into two are held in high regard, and to 
have three knees is god-like, 


Explorations of an Abadon that would swallow the glands of dead mutants, 
return home, and vomit them onto a patch of ground to grow again (above). 
The large and fairly smart mutant miniboss wearing battle armor and wielding 
a chain gun crafted from a truck door (below right). Early sketch of how a 
mutant could be integrated into human society. This eventually became the 
inspiration for Kvasir's Rage 2 form (below left). 


mud and bile, are decorated with symbols 


Their homes, built from scrap and a mix of 
and surrounded with art. 


Hundreds of designs were made for the colorful people that populate 
our wasteland. We tried to keep in mind that everything was once 
something else. People create these makeshift solutions using found 
materials and come up with these bizarre and amazingly inventive 
ways to repurpose the artifacts of the time before the apocalypse. 


Countless designs for roaming enemies 
were produced in the concept phase, 

n ideas that would 
create an unsettling and slightly 
off effect, making the enemies both 
pathetic and terrifying. 


backwater bayou vibe in the middle of the desert. 
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Concepts for law enforcement, marauders, and workers, 


Wasteland settlers, hunters, 
miners, and traders. People 
in this world are part of the 
economy, Everyone makes a 
living somehow. The miners 
mine for feltrite or scrounge 
for scrap metal. The hunters 
hunt exotic animals, then sell 
them to butchers in more 
developed areas or tan the 
hides to sell, 


THE POST- 
POST-APOCALYPSE 


Here we explored how animals were integrated 
into society, This idea eventually found its way into 
the River Hogs, but the notion of a “post-post-apoc- 
alypse” where civilization is on the way back and 
people are concerned with more than just survival 
would permeate all of our early concept work, 
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A favorite among the crew were the “shit 
diggers": half mutant, half humans who 
were designed as an integral part of the 
society, digging through human feces and 
toxic discharge in search of treasure for 
their masters and shoveling the discarded 
fecal matter into a huge sewer, 


Early concepts of factionless 
and terrifying marauders. We 
experimented with varying 
degrees of gruesomeness 
paired with the utterly sur- 
real to find the balance of 
repulsive but fun, 


Below you con see a few 


concepts for the civilian min- 
ers that became a staple of 
Dreadwood, 


Concept for law enforcement and urban militia, 


THE UPPER CLASS 


The upper crust of the Wellspring elite wear 
outlandishly extravagant clothing, and they 
only buy their postapocalyptic haute couture 
from the most renowned designers, who in 
turn pay top money to scavengers who bring 
them something unique from the wasteland. 


Our first stab at enforcement outfits showcases 
a uniform and ark suit-inspired aesthetic. 
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At this point we had a clear understanding of the towns and hubs 
throughout the world that make up the Trade Coalition, and we started 
defining the visual language for each, Lagoony and the lower classes of 
Wellspring are visible here. 


Here we have Gunbarrel and Dreadwood-which was able to scavenge 
some gear from a nearby failed Arkist settlement in the Wilds (above). 
An attempt at blending elements of enemy factions into the civilians. This 
was removed in favor of maintaining clear visual identities (right). 


In Rage, the Shrouded were the self-proclaimed elite of the bandit clans, with a strict hierarchy. 
Since then, these former bandits have evolved into a zealous militaristic cult. They follow a code 
of conduct which involves grueling discipline, ritualistic cruelty, vegan eating habits, sleep 
deprivation, brainwashing, public torture, and genocide, They are incredibly wealthy and embody 
the peak of wasteland technology. 


Those big and strong enough to handle the untethered power of 
the bolt rifle while carrying the energy source required to power it. 
These powerful hulks shoot complex patterns of fused energy to 
cut through crowds of the unclean and swarms of mutants or to 
instill fear in and demonstrate superiority to those they encounter, 


Heavily armored and omnidirectional 
visual displays allow them to safely get 
in the fight and destroy at close range. 


The assault class are highly trained and disciplined warriors with o focus on 
the group over the individual, They strive for honor in an impure world and 
lead the charge in any group combat activity, 


Sing 


The best of the best, these units are revered with- 
in the ranks of the Immortal Shrouded and are the 
perfect Immortal Shrouded fusion of human skill, 
technology, and training. They have taken it to a 
fanatical level, forgoing large, clunky weaponry in 
favor of their technoblades and pistols integrated 
together in a dance of death, 


RIVER HOGS 


The River Hogs are a backwater crew of crazed bandits made up 
of the remains of the Scorcher and Jackal clans of Rage. They are 
infamous for their vile habits, ripe odor, and sexual misconduct. 
Their savage brutality and ingenious junk mechanics are both 
highly feared and nearly unstoppable, 


BEAST MASTERS 


Animist and back-to-nature beliefs run deeply 
through the River Hogs, and it's rare to find them 
without animals. Their beast masters are a group 
that breed with, live with, and train horrific skull 
hounds as brutal companions. 
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Rage Tick 


Because the River Hogs are families and gangs that 
live in the Wetlands—not an organized military-we 
did quite a bit of work establishing who they are 
when they're not at war, This included what they 
look like without their armor and creating a strong 
contrast between armored and unarmored designs. 


Symbolic of the raw, unbridled fury 
and power of the River Hogs, these 
giant humans keep it simple and use 
their weight and size to charge at 
any adversity and smash it to a pulp. 


Their shields are ripped 
from large van doors and 
reinforced with spikes, 


The River Hog armor captures their 
deviant, backwater, junkyard nature. It 
is made of welded parts from what- 
ever old-world junk and household 
electronics they can find and then 
decorated to honor their animist beliefs. 
Clothing is optional. 


Potential variations for River Hog 
helmets. In the end we chose helmets 
that focused on their Jackal history 
and biker background. 


These mechs are built primarily as 
modular industrial machines. The 
arms can be replaced to become 
forklifts, diggers, small cranes, 
walking sewage tanks .,. anything 
that's needed. Flamethrowers and 
chain guns mounted on the arms 
are a common sight at parties, 
cookouts ... even battles. 


Those of small stature hold a special place of honor in River Hog society. They are 
often renowned mechanics and the brains behind the junky-looking but well-made 
River Hog vehicles and weapons. They are most famous for the large multipurpose 
mechs they construct and pilot, 


The Ghosts are a bizarre group of enemies devoted to their strange dark religion 
which promotes human socrifice, cannibalism, and mind-altering substances. 
They are known to use feltrite to reach higher states of consciousness and 
enhance their movement, a ritual which also changes their appearance, making 
them look as alien and weird as the strange idols they worship. 


Ghosts embody precision. Blades, spears, and silent 
one-shot kills are the tools of their trade. They are 
hunters who take pride in a clean kill that leaves a 
beautiful corpse and doesn't spoil the meat. 


FELTRITE RITUALISM 


Ingesting refined feltrite produces a high that can result in psychosis and result in addiction. 
Prolonged use pales the skin and turns blood a dark blue. The few that not only survive, 
but thrive, undergo ritual scarification upon their blue/white skin that highlights the energy 
flowing through the chakras in their bodies. The feltrite-packed scars do more than just 
glow; they are circuits that facilitate and stabilize the feltrite currents running through their 
bodies, Smaller, symbolic tattoos are individually added seperately. 
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The Ghost bishop appears as an awe-inspiring 
death god who defies the laws of physics. It 
took a while to find the right line between the 
fantastic, the occult, and the technical, while 
maintaining a clear Rage read. 


They go to great lengths to construct an aura of fear and mysticism; they are 
enlightened beings who understand that the mind and life energy are disconnected 
from the flesh. To sustain their lies, they hide their technology to present an 
illusion of magic. They have night vision in their helmets, intravenous feltrite drips 
under their gear, and dropship turbines disguised as flying altars. 
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AUTHORITY TITANS 


The Authority were the main antagonists of Rage, and now for 
Rage 2 they have returned. Whereas their armies in Rage consisted 
of human soldiers aided by war mutants, their focus has shifted 
toward a new breed of biomechanical mutants designed for only 
one thing: killing. 


A big focus while developing the new, improved Authority was their 
war mutants. Many designs were tested before we finally reached 
the final version seen in the game. 
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The idea behind the MUPAR system was thot the Authority would build mutants with inter- 
changeable parts grown separately in vats. This would make it possible for Authority engineers 
to fix wounded mutants in the field quickly. The philosophy of using these tormented monsters 
as if they were machines is very typical of the Authority, 


We were playing around with the idea that the Authority 
would engineer mutants for very specific purposes. For 


instance, if they would need a bomber helicopter, they 
would bioengineer one: a living, floating creature which 
drops biological bombs, Sadly, the idea was abandoned, 


The early Titan designs had mounted 
gun decks where smaller mutants or 
humans would stand, like on a battle- 
ship. The MUPAR system would allow 
the Authority to mix and match their 
mutants for specific purposes. 


The near-final concept of Cross's Titan. 
We wanted to create as much con- 
sistency throughout all the Authority 
designs as possible; soldiers, vehicles, 
environments, the Titan, and even 
Cross, Once we stepped away from the 
MUPAR system, we focused the design 
‘on reinforcing the Authority's unique 
ability to be uniform in a way that 
nothing from the wasteland can, This 
became especially important when we 
introduce them amid the chaos of the 
attack on Vineland at the game's start. 
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AUTHORITY ELITE 


The Elite class are the other remaining humans 
within the Authority. There are only a few left 
but, like Cross, they rebirth themselves into 
cloned bodies and inserted into cybernetic 
bodies deep in the Authority bases. They lead 
the hordes of specialized war mutants. 


The Elite’s forearms here are designed to facilitate multiple functions-they incorporate projectile weapons and laser 
blades while still maintaining the hand functionality to type, pick things up, etc. 
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AUTHORITY ENFORCERS 


Early on we had the Authority taking the most successfully grown hu- 
manoid mutants, armoring them as humans, and making them the bulk 
of their armies. After trying this out, we realized the visual designs 
weren't bold and insane enough at first read, even if shooting off their 
armor yielded the grotesque abomination seen in these concepts. The 
less successfully grown armless cyborg horrors became the main troops, 
which reflected the insanity and horror of the Authority more clearly, 
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AUTHORITY MUTANTS 


The backbone of the Authority's army, these walking 
weapon platforms were developed to be as cheap 
and numerous as possible. Decreased gestation time 
meant incomplete or unpredictable results, but this 
was solved by cyborg components and a partial brain 
replacement, Integration often left their consciousness 
intact, existing in perpetual pain, confusion, and anger 
as they passively observe their computer-controlled 
bodies moving and killing autonomously. 


The Goon Squad stem from the punk rocker-in- 
spired Wasted clan from thirty years earlier. Some 
of the punk aesthetic of the Wasted remains, but 
is amplified with other wild influences of pop art 
and old repurposed Authority surplus, 


The Goon Squad live for immediate satisfaction, 
and they love things that are fast, things that go 
boom, things that hurt, and things that burn. If 
the Goon Squad are left for a while without any- 
one to fight, chances are they will turn on each 
other out of sheer boredom. 


These anarchist nomads are obsessed with self-expression, work- 
ing out, amphetamines, and violence. Their recent rise in power is 
a result of the Authority leveraging them to destabilize the Trade 
Coalition—and the wasteland in general—by supplying them with the 
outdated gear, armor, and weaponry from before they were forced 
underground at the end of the Authority Wars. 


These hulks are too big for the standard gear and have had to patch together items 
to make something that fits—a mash-up of multiple bulletproof vests, two pairs of 
Pants sewn into one, ammo belts filled with bullets and lipstick, and an old Enforcer 
chest plate used as shoulder armor, With the help of a modified Authority pulse 
cannon, they rain glorious destruction on anything in range. 


Goon Squad armor is entirely composed 
of repurposed Authority Enforcer armor 
left over from the Authority wars. While 
the quality is unparalleled, figuring it 
out and maintaining it is beyond their 
attention span. 


Eventually they just decided 
to smash it all, paint it up, 
and strap on whatever bits 
fit best. The result is an irrev- 
erent mix of tattoos, lingerie, 
surplus items, and Authority 
gear with a few panels ripped 
off of an old Predator. 


Generally, the further away from combat they are, the less they wear. Shotgunners 
that get in close gear up as much as they can, but they often lose body parts, and 
prosthetic limbs have become a bit of a status symbol. 
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GOON SQUAD TATTOOS 


The Goon Squad tattoos and graffiti were a lot of fun to 
do, They are an irreverent combination of punk, rat rods, 
explosions, and weird characters. Our marketing campaign 
was inspired by these, and while they are exclusive to the 
Goons, they do capture the fun side of insanity. 


Early in production, the Goons had a second, fire-focused miniboss that 
would try to hit you with a fuel tank if you got too close. The River Hog 
faction ended up being the “flame faction,” as it fit their aesthetic and 
Scorcher background, and we retired this character. 
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ENVIRONMENTS 


TORN PLAINS 


For the vast deserts of the Torn Plains, we originally wanted to 
showcase the remnants of the Authority Wars. The goal was to 
show a world which had its own history and deep background. 
The skull of a once-fearsome war mutant is now half buried 
in the dunes and attracts little attention from travelers. Below 
right we see the rusted remains of Authority dropships. 
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The Torn Plains are named for the great cracks 
caused by seismic shifts in the aftermath of 
Apophis, The cracks expose the subterranean 
infrastructure of the old world, while the rusted 
7, hulks of old machines dot the surface. 
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Sketch explorations of how old-machinesjstructures; 
and environment features could be cleverly used for 
shelter by wastelanders in the region. 
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Scrap salvaging is one of the best ways to make a living in 
the Torn Plains. Temporary salvage operations would not 
be worthwhile to try to defend, but trading posts filled with 
goods would need walls and defenses to ward off bandits. 
The burning beacon would attract attention from a great 


distance, both good and bad. 


STILTOWN 


The Trade Coalition has lost many towns in the wake of 
the Goon Squad’s recent and ferocious rise. Stiltown, once 
one of the larger and more successful settlements, is now a 
wrecked shadow of its former self. 


This concept focused on breaking down shapes and forms 
to make a simple canvas for the Goon Squad chaos, so it is 
intentionally missing splashes of color. 
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A panoramic view of the original Torn Plains region, and the first piece 
that really nailed the feeling we wanted and gave us a good idea of 
how all the different elements of the world will look together in a 
bigger picture, Below are two images showing a makeshift dwelling 
(eft) and a repurposed old-world dwelling (right). 


IMMORTAL SHROUDED STRUCTURES 


The parts of the world dominated by the Immortal Shrouded were envisioned as the most desolate and inhospitable regions, 
because they were the only group disciplined and hardy enough to thrive there. They are the only faction who have the wealth 
and power needed to construct large concrete industrial structures that can withstand being swallowed by the sand. 


Early exploration of plant life in the wasteland. The idea was 
to show how layers of sand and exposure had petrified old- 
world plants and given rise to new, mineral-rich cacti. These 
were later scrapped, but some of these ideas inspired the 
weirder plants found in the game. 


Exploration of the outposts and over-the-top 
businesses of the post-postapocalypse. 


Settlement explorations. These were intended to belong to 
scavengers in the Dune Sea not affiliated with the Immortal 
Shrouded. They later inspired the Oasis trading post. 


IMMORTAL SHROUDED INTERIORS 


These plain and purely functional interiors speak to their militaristic, Spartan nature and technological focus. They are the 
only faction with access to metal fabrication and advanced construction techniques. 


The Immortal Shrouded are a proud faction that 


hide from nothing. They want their presence known 
and decorate their locations with huge banners, 


GUNBARREL 


Gunbarrel is a rough and rowdy place, a lawless frontier town where wasteland 
trekkers, hunters, scavengers, and treasure seekers bring their goods to trade. 
While Gunbarrel has no official law, there is absolutely a code of conduct. Every- 
one here is armed and ready to stand their own ground, so nobody starts any 
trouble if they are not ready to see it through. It is a self-regulating system, 


Gunbarrel grew organically from a small settle- 
ment to a town, It is made up of disparate found 


== objects brought in by the townspeople them- 
selves and the scavengers and treasure seekers 
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It is home to many special people and 
businesses. For a while, we entertained 
the idea of the “Museum of the Extraor- 
dinarily Strange,” where players would 
be able to bring unique objects to the 
eccentric curator and get paid top money 
for them, It was a wasteland take on the 
freak shows and displays of curiosities 
from days gone by. 


ABADON SEWERS 


Gunbarrel is built above an old-world sewer system which has many tunnels and hidden areas. These 
tunnels, however, attract Abadon Muties, who thrive there, living on the scraps from the surface, But 
when Abadon Muties settle, their numbers grow rapidly, and they start seeking food outside their own 
habitat. When that happens, sooner or later, they will spill up to the surface and raid the town itself. 
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EDEN SPACE CENTER 


The space center gives insight into the origin of the mysterious EcoPods inside a relatable old-world 
structure, containing technology with a clear connection to the Arkists of Vineland—all of which was 
designed and constructed by the Eden Corporation and intended for space exploration. The building 
represented a high-tech complex built at the pinnacle of society before the catastrophe and is inspired 
by the buildings of modern private space programs, 


A classic post-apocalyptic setting in a familiar yet devastated environment. Advertise- 

ments for the pre-Apophis EcoPod initiative can be seen in the main lobby. At the lower _ 
right we can see the Goon Squad have started to make themselves at home by covering 
the walls with graffiti. 


GHOSTS 


The creepy Ghosts faction mark their territory with bizarre religious effigies, totems 
constructed of human remains, occult graffiti, and the filth and remains of their 
cannibal savagery. Their world is a testament to their morbid beliefs and eccentricities. 
Entering Ghost territory is like walking into a hellish necropolis. 


GOON SQUAD 


The Goon Squad are chaotic, anarchic, and very violent, and their settlements reflect this. They 
cover their dwellings in colorful graffiti and stray bullet holes from good-time shooting bonanzas, 
When not engaged in combat, out of boredom, they destroy things and fight each other, leaving 
everything in their wake busted up, like the discarded toys of an army of giant, vicious children, 
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THE AUTHORITY 


Authority structures are constructed with a clear purpose: to 


facilitate the immortality of General Cross and his few fellow ».— & ¥ \ 
humans (the Elite) and to create an army powerful enough to, < , » _ 
retake the wasteland. The gothic techno-cathedrals are actual: sf “~ AY 


ly giant computers with small hallways weaving through them. 


The structures are computers first 
and living spaces second, and here 
we can see this more clearly. The 
deeper you go the colder it gets, 
as the walls are covered in frost, 
and ice floats in the air. 


Early Authority sleeping quarters 
exploration, when we still consid- 
ered them as primarily human. 
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ANTONIN KVASIR’'S LAB 


A grotesque techno-wizard tower harnessing the power of a giant mutant brain, Kvasir's lab in the 
Wetlands brings organics and mechanics together to reflect the good doctor's interests. It is heavily 
guarded against intrusion with defenses that even the Authority cannot penetrate, 


The first draft included drones, but this was later simplified to modified Arkist turrets. 
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Kvasir's lab is nestled in a nook in the 
mountains. It was made this way to better 
control the approach experience when you 
visit it the first time, an important moment 
in the story (left), The lab’s interior (below), 


MUTANT BASH TV 


The wasteland's favorite TV show! Mutant Bash TV was prominent in Rage and has since grown exponentially. 
The original host of the show, JK Stiles, is long gone, vanished without a trace. But his legacy lives on in the 
bizarre JK Stiles masks that adorn the explosive displays of the show’s sites. Similar Stiles-styled masks are 
also worn by the muscular, seminude helpers of the current show host, Desdemonya Cold. 
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Entering a Mutant Bash TV recording site is an explosive affair, with gaudy colors and 
show business tropes galore. The interiors are designed to make any contestant feel 
chosen and unique. And viewers are filled with equal amounts of envy at the spectacle 
and glee that said contestants will likely soon meet an untimely and brutal death. 


The insane game show extravaganza of MBTVis carefully crafted to 
suit the tastes of the spectators (and lure would-be mutant bashers 
to join in), but it hardly glazes over the fact that the show is all 
about extremely violent killing, maiming, and goring. Intellectuals 


might say that the show is a reaction to, or even a comment on, the 
violence of the wasteland itself, but there aren't many intellectuals 
ground to say such things. 


RIVER HOGS 


The swamp and jungle-dwelling River Hogs are adept at living off the land. Being 
hunters and hedonists, they celebrate the joy of imperfection and care little for 
appearances or hygiene. The degenerate biker-pirates build their homes on stilts 
with cables and electricity strung up high to avoid the wetlands underneath. 
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the rapid terraforming capabilities of the EcoPods, we knew that this 


was an environment we wanted to explore for Rage 2. The roots clinging 
to the buildings create the appearance of natural rock-spire formations, 
with shapes inspired by the temples of Angkor Wat and other sites, 
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By keeping signs, street objects, and 
some of the infrastructure intact and 
recognizable, we attempted to lessen 
the alien, surreal feeling of the space. 
Below are early explorations of the 


’ shapes created by the rapidly growing 


jungle, possibly warped by feltrite. 


THE WILDS 


Where we see the extreme, untamed, and verdant side of the EcoPods' terraforming 
effect. The land was intended to feel very different from the other regions of the 
game by reducing sight distances and manmade points of reference. This region 
was essentially similar to the Torn Plains but consumed by a massive, exotic jungle. 
This area is sparsely settled due to the high mutant threat here. 
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FLORA IN THE WILDS 


Exploration of the various types of plants in the Wilds region. We wanted it to feel 
natural but still more exotic than the typical jungle. These EcoPod-based plants had 
been genetically modified to grow rapidly and be hardier in order to survive in the 
harsh conditions of the wasteland and support the Arkists at the same time, 
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VINELAND ARKISTS 


Vineland is the only successful enclave known. It is extremely isolationist and almost hive-like in its design, focusing on advanced 
agriculture, aquaponics, upkeep and maintenance, food preparation, and a strong military. The people on the inside of these walls are 
usually assigned a task when they're young and stick with it for the remainder of their lives. 
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The interior of Vineland serves as a stark contrast to the chaos outside the walls. But 
however safe and wealthy Vineland may seem, one feeling permeates all others: fear. 
They know that they have in abundance what people outside can only dream of. And 
hence they are under more or less constant siege by bandit tribes. 


ARKIST FARMING 


Vineland is lush, green, and full of life. The 
abundance of water and the scientific ap- 
proach to farming has resulted in the entire 
compound teeming with greenery. The air is 
dense and humid in the middle of a wasteland 
that is otherwise dead, dry, and broken. 
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Here are a few designs that focus 
on the modular reusing of parts. 
They all feel purposeful, but it isn't 
always easy to understand exactly 
what they do. 


Arkist equipment and materials are 
the most robust and resilient items 
you can find, highly desirable but 
difficult to obtain. Much of it was 
destroyed during the Authority Wars 
or hoarded by the wealthy 1 percent. 


WELLSPRING 


The greatest of the Trade Coalition towns, ahd the heart of commerce, Ruled by the wealthy trade 
barons and the mayor, it casts a.ldng shadow of influence over the wasteland. While it is very much 
based on the Wellspring of the first Rage, the open-world nature of Rage 2 allowed us to elevate its 
place in the world to a massive structure visible for kilometers around, 
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The toxic swamp at the bottom of the cliffs 
brings up the question of who the real good guys 
of the wasteland are, As with allifactions, here 
there is a strong push and.pull between bad 
and good. While the byproducts of Wellspring's 
industry have contributed to this pollution, you 
can thank Klegg Clayton for just how huge the 
problem has become. 


Wellspring is the technological heart of the wasteland, If you find a piece of 
old-world technology, this is the place to sell it, and if you can't sell it, you just 
throw it on the ground outside and let the scum pick through it, 


From the outside, Wellspring appears rusty and drab, but inside — — ~ 
it is filled with life and color, with distinct cyberpunk aesthetics. = 


TORCHFIELD CRATERS | 


Dominating the eastern part of the wasteland, the Torchfields was a desolate region devastated by 
meteorite strikes from the broken moon and pieces of Apophis. The amalgamation of various metals 
and feltrite morphed the landscape in unusual ways. This was to. be the site of a feltrite rush, where 
reckless miners sought the highly valued crystal. These images show several such mining sites. 


GEARHEADS 


This was the faction we intended 
to occupy this part of the world, 
but they were later removed, 
along with this biome, from the 
scope of the game, The image 
on the left shows the leadership 
of the Gearheads, complete with 
the pet mutant Grigori. 


THE WETLANDS 


One of the most exciting environments to explore was this foggy and nightmarish marshland 
teeming with life. In the background of this panoramic piece stands the rusting hulk of the 
malfunctioning EcoPod locally known as “Wet Willy." The houses on stilts and girboats are 
iconic, while the giant mutated salamanders sadly didn't make it to the final game. Below: 
are explorations of a type of mega mangrove that also didn't make the cut. 


WETLAND INDUSTRIES 


The Wetlands region was conceptually seen as the main 
food provider to the rest of the wasteland, with hardy 
hunters and wet farmers living in stilt houses partially 
recovered from old-world structures. 


Further explorations of Wetlands settlements. The 
middle,picture above was the original sketch that later 
turned into the larger piece on the previous spread. 
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GADGETS 


Arkist injectors are generic housings for anything 
requiring subdermal delivery, Above you can see 
early grenade explorations. 


SIDEWINDER 
PISTOL 


The popular Sidewinder design of the older 
272000 handgun was manufactured under 
license by Omega Securities before Apophis. 
The Sidewinder version was an upgrade to the 
design that allowed the nanotrite compatibili- 
ties to influence the weapon's performance. It 
is reliable and easy to repair, which made it a 
popular weapon in the enclaves with Rangers 
and other personnel. 


The M-8n assault rifle was specifically built for nanotrite-enhanced soldiers and saw heavy 
field use in the years leading up to the catastrophe. It was highly customizable, and 
almost all parts could be adjusted during operation by nanotrites. In its lighter Ranger 
configuration, it was made famous as the weapon of choice for the enclave Rangers, 


The rifle was designed to feel familiar and accessible before introducing the 
player to the more unusual other weapons, The Ark tech was intended to 
not be immediately visible and to allow secondary fire and overdrive to offer 
elements of surprise and visible functionality. Applying this mentality to the 
entire selection of weapons made them significantly more complicated, but 
the results were worth it. 


A glove-like tool that covers the hand and plugs directly into the Ranger armor. 
Initially an Arkist tool, the grav-dart launcher is a one-off prototype built by Ark 
scientists during the Authority Wars as an experiment with the gravity-warping 
properties of irradiated feltrite. 


Using a barbed gyrojet system and protective energy barriers during overdrive 
minimizes the chances of a microscopic wormhole forming in the hands of the 
user. Initially a pre-Apophis Arkist tool, the single prototype was finalized during 
the wars and sealed in an Ark to avoid Authority capture. 


A weapon built by the Resistance on stolen Authority technology, 
it's basically a miniature version of the turret armament of the 
Predator tanks. Using a feltrite generator clip, a supercharged 
energy bolt can be fired through an insulated projector muzzle. 
The bolt is highly unstable, breaking down instantly on impact 
with a solid object and exploding in o superheated EMP blast. 


To help each weapon feel alive in 
your hands, details like a cooling 
vent react to weapon usage and 
help tell the story of the weapon, 
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The Omega Securities Enforcer shotgun Lawmaker 81 was built to 
be able to fire a massive incendiary slug and featured extensive 
heat shielding around the barrel. However, this was so taxing for 
the weapon that only nanotrites could prevent it from malfunc- 
tioning after the first few rounds, It became a standard Ranger 
weapon during the bloody Abadon Mutie uprising. 


The shotgun is the heart of any id-style shooter and we went 
through many variations before settling on a design that felt 
familiar while also bringing something new to the table. 


WINGSTICK 


The wastelanders’ side arm of choice is 
the trusty wingstick. Easy to make, razor 
sharp, and including a stabilizing nano- 
gyro that makes it deadly accurate, it's 
not a weapon to underestimate. 


We lovingly updated this iconic weapon 
for Rage 2to make it collapsible like a but- 
terfly knife and have a more aggressive 
feel, Of course the wingnut had to remain. 


Using magnetic rails to accelerate a projectile was 
experimental science for a long time that started to see 
more serious development as a solution to armaments 
on space vessels. The hyper-cannon, developed by Eden 
Inc, was the most successful portable version by far but 
was prohibitively heavy due to its bulky external generator. 
This weakness was easily mitigated with the feltrite 
charges available post-Apophis. Its hypersonic slugs 
have unmatched range and penetration power. 


Our early takes didn't feel unique enough. The final design 
was influenced by the Quake rail gun's cylindrical form 
wrapped in cowling that we could move around during 
Overdrive to produce a big change in silhouette and 
expose the guts, 


The Firestorm revolver started with the design 
problems of the Lawmaker 81 shotgun. It was 
discovered that the M12 incendiary round could 
be more safely fired from a revolver mechanism, 
and Omega Securities built the revolver in a 
limited edition. This makes it have more in 
common with grenade launchers than actual 
bullet-firing revolvers. 


One of the more unique weapons 
to play with. The snap to ignite 
the embedded bullets came later 
and was the perfect addition to 
elevate the experience and show 
its nanotrite properties, 


The Fury smart rocket launcher from Interdiction 
Arms was supposed to be a revolutionary multi- 
ple-use, surface-to-air squad weapon built to take out 
small aircraft and drones, 


The nanotrite interface allowed for quick targeting and 
tracking. It only saw widespread use after Apophis 
during the Authority Wars, when the Resistance fight- 
ers removed the arming safeties so it could be used to 
combat the Authority's Predator tanks. 


Switching from one to eight barrels during 
Overdrive was an ability we wanted right from 
the beginning. It definitely took some effort to 
get it working in a logical and believable way. 


A weapon based on the Rage AMG that didn’t make it into the final game. We 
wanted to visualize the connection between the Authority and Arkists: they are 
both born of the same old-world technology used for Arks and EcoPods. 


GOON SQUAD 

The Goon Squad were a small outfit, so unfocused 
‘ond stupid that they weren't a real threat until 
the Authority started supplying them with tech- 
nology and weapons. Their vehicles represent 
this relationship with a combination of World War 
Il military and futuristic Authority tech, 
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An early convoy leader that was more directly rooted in the old- 
world military. The Goon Squad are nomadic and need the trailers 
to haul around all their gear and tools to blow stuff up with. 
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We brought in some influence from the 
insane rat-rod art of the '50s and '60s, 
along with a chaotic pop-art feel. The 
Goons can't stop drawing all over their 
stuff, and the vehicles are no exception. 
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ride of all Goons, this is a nigh-unstoppable powerhouse. It's heavily resistant 
t icks and can drive through anything, but even more importantly, it's stupid 
le to operate, and the Goons don't seem to be able to break it. 


at 
> 


a 
t A: 


= 


AUTHORITY XERXES Ill 


The evolution of the Authority Predator seen in Rage. We gave it a heavier and 
significantly more dominating feel while allowing for different states, such as a 


low-profile mode for speed, or different weaponry that can be deployed based 
‘on need. This functionality was later cut, 


The dropship is still being used by the 
Authority to quickly deploy giant tur- 
rets, mutants, or anything the Authority 
desires, into hostile territory. 


It has two configurations and movable arms. Its “down state" allows it to land and carry large objects in its 
antigrav fields, while the “up state” is meant for speed and aggressively deploying cyborg ground troops. 
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The Ghosts embody high mobility, a perception 
of low tech, and a slightly old-world feel. We 
wanted to bring a “people over tech” aesthetic, 
with them stuffing their four-wheeled vehicles 
with Ghosts that scatter upon arrival, but that 
was ultimately cut, 


The bike is based on hill-climb motorcycles with 
an extended paddled back tire. It is ritualistically 
decorated with occult symbology. 


This early convoy-leader sketch 
was inspired by the Scorchers’ 
flying warship Firestorm but was 
cut in favor of something more 
grounded (literally) that would 
have a large highway presence. 
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IMMORTAL 
SHROUDED 


The high-tech capabilities of this wealthy faction made their 
vehicles fun to design. They are the only faction with large 
metal fabrication shops and tech labs capable of creating 
completely new wasteland machines. The bizarre shapes, 
industrial design, and electrically based high-wosteland 
tech is matched against a proud, militaristic society with 
samurai underpinnings. 


Additional convoy-leader explorations. We would start by exploring 
vehicles in this three-quarter front-facing format for a first impression 
and context, but the bulk of our designing focused on how vehicles 
looked from behind-which is the most important gameplay angle 
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These two vehicles have echoes of the shapes found in the Immortal Shrouded masks, 
such as cylinders and circles, contrasted by diagonal lines. The early paint jobs (top) felt 
too industrial, so we shifted to a camo influence and a second color later. We added 
paddle tires to them in the game, which really settled them into their Dune Sea home. 


The racecars (opposite) are based on the Dune Buster frame from Rage. 
We wanted to sell the idea that the races had matured into something 
as culturally impactful as MBTV, and with the driving being inspired by 
high-performance Rallycross cars, the Dune Buster fit that perfectly. 


Here you can really see how the initial sketches start out 
facing forward (this page) and then how we transition to 
the back view for the final designs (opposite). This was 
especially important for racecars. 


Early versions were inspired by 'SOs-era F1 race- 
cars with a big dose of post-postapocalypse, 
but they didn't align with the tight handling 
and engine performance we needed, 


RIVER HOGS 


The River Hog aesthetic was a lot of fun to do. As with 
all the factions the vehicles tell a story about who 
they are, and we knew what we wanted right away 
with the swamp boat, monster truck, and a “chop- 
per.” Unfortunately, the motorcycle, which didn't play 
well with the Secreto Wetlands setting, was cut. This 
sis reduces their biker-gang fereadsel, but focused 
the faction more clearly into the Wetlands. 


The all-terrain River Hog monster 
trucks are designed to be amphibious 
and a lot of fun to drive. They have 
become so common that Lagoony has 
specific docks that line up with the door. 
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VINELAN 


The Arkist technology was designed by old-world 
humans with the assumption that the asteroid would 
leave Earth barren and Mars-like. This is most evident 
in the Ark vector's functional all-terrain design, which 
was influenced by real-world space programs. High 
torque, low speed, lots of clearance, four-wheel drive, 
and plenty of carrying capacity. 


The bike was designed for recon and exploration 
over long distances with flat terrain, A reclined riding 
position lets the computer-interface dashboard be 
placed between the seat and the steering column, 
providing easy access while driving. 


Early version of the Ark copter. 
This design ended up feeling too 
“wasteland,” and we wanted the 
Ark vehicles to have a consistent 
esthetic that contrasts with the 
chaotic nature of the wasteland, 
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Some of the earliest sketches in development as 
we explored the visual identity of the Arkists. We 
went away from the more fantastical designs, but 
you can see that the form language in the other 
sketches remained all the way to the final assets. 


Ark vehicles just weren't built to deal with the insanity and hyper-violence 
of the Wasteland. Walker's cousin Lily is a particularly skilled mechanic 
and constantly looked to update the systems and technology of Vineland 
and convert the enclave's energy systems to become compatible with 
feltrite, Her masterpiece is a custom weaponized rat rod built from an old 
Ark vector body that she’s been tinkering with for a long time. 


We played around with a lot of cool shapes and ideas as we 
worked to find a design that felt powerful, was worthy of our 
third-person main character, and would hold all the proposed 
weaponry, We had the goal that all weaponry would be folded 
away except for your current weapon—making it clear what 
you were shooting with without looking at the HUD. 


The final Phoenix design. Hand crafted, loaded with 
weapons, afterburner boosters, and feltrite infused 
engine for all your Wasteland needs. 


THE RAPTOR 


Explorations of different ways an Ark bike would be modified into 
the customized Raptor. Two of them became the inspiration for the 
Immortal Shrouded and Ghost bikes. The modified Ark bike was cre- 
ated by a different, and now gone, Arkist settlement. Vineland had 
some bikes, but they were destroyed during the attack, 


The final design still looks like the original Ark bike, 
but its incredible speed is reflected in the full feltrite 
integration and dual exhaust ports. 


omen 


THE ICARUS 


Agile and dexterous, the Icarus is a ground-effect vehicle that 
hugs the terrain, rather than a free-flying helicopter. While Arkist 
Gyrocoptersare very rare and were not seen in Vineland, Klegg 
has a gold-painted one displayed as a trophy in his office. 


WHEN a Aah ARE NO RULES. 


